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End Time: 0 Pixel Aspect Ratio: 1.00000 * Image sampler (Antialiasing) 
Nth Frame: 1 Image Aspect Ratio: 1.33333 
Hid@ep Geometry: Hide Render to Fields: No Type Bucket v 
Render AMesphere:; Yes Force 2-Sided: No 


Use Adv. LigMWiga: Yes Compute Adv. Lighting: No Render mask None z 
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File Name: C:\Users\Chy! \D@@iatap \aaa.png * Bucket image sampler 
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File Output Gamma: 1.00 Nth Serial Numbering: 
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Super Black: No Dither True Color: Noise threshold * Bucket height 


Min subdivs 1 


Scene Statistics: 


Objects: 0 Lights: 0 
Faces: 0 Shadow Mapped: 0 
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接 下 来 我 们 把 杂谈 放 在 某 个 场景 ， 在 VRay 部 分 把 Min subdivs 改 成 1, render 如 图 
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Nth Frame: 1 Image Aspect Ratio: 1.33333 
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Super Black: No Dither True Color: Noise threshold Bucket height IL 


Min subdivs 10 


Scene Statistics: 
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Faces: 0 Shadow Mapped: 0 
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如 果 我 们 把 Min subdivs 改 成 10, render 如 图 
所 以 Min subdivs 也 是 会 影响 rendering 的 效果 





